Adventure learning (AL) is a hybrid distance education approach that provides students with opportunities to explore real-world issues through authentic learning experiences within collaborative learning environments. This article defines this online distance education approach, outlines an AL framework, and showcases an AL archetype. In AL environments, classroom teachers are not positioned in the role of teacher/facilitator/designer in the online learning spaces. AL online spaces are collaborative spaces where students, teachers, subject experts, and AL team members interact with one another; these are community spaces where traditional hierarchical classroom roles are blurred. Students' roles transform due to the flexibility and design of the AL learning environments as they move from student to reflective practitioner, providing for new ways of learning and teaching.
Introduction
Education delivered via the Internet is given many terms throughout the world, ranging from virtual education to Web-based learning. A snapshot of distance education practices reveals great variation from country to country, as well as in the extent and form of implementation (Farrell, 1999) . One view of distance education is online education within the USA where the landscape of K-12 education is rapidly changing. Online education in K-12 schools is gaining a great deal of attention as more school districts utilize the Internet, which provides increased educational opportunities and flexibility for teachers and students. Online education is both feasible and supported by the high percentage of K-12 classrooms with Internet access: 92% of public schools have Internet access in instructional rooms and the ratio of students to instructional computers with Internet access in public schools is 4.8 to 1 (National Center for Education Statistics, 2003) . Ninety percent of children aged 5-17 years use computers and 75% of 14-17 year olds use the Internet (National Telecommunications and Information Administration, 2002) . Moreover, in the 2002 Moreover, in the -2003 year, approximately one-third of public school districts had students who were enrolled in an online distance education course (Setzer & Lewis, 2005) and, in 2003, nearly 300,000 high school students were engaging in online classes in the USA (Wood, 2005) . With this high percentage of individuals connected to the Internet and with students and educators embracing distance education using online strategies, a variety of instructional design guidelines and pedagogical approaches are being implemented to guide online education.
One trend in online education is the utilization of hybrid learning environments, primarily at higher education institutions, which offer a combination of online and face-to-face (F2F) instruction. The goal of hybrid learning is to improve the educational experience for students by joining together the best features of in-class teaching with the best features of online learning to promote active independent learning and reduce class seat time (Garnham & Kaleta, 2002; Young, 2002) . Garnham and Kaleta at the University of Wisconsin-Milwaukee-a leading institution in hybrid course development-assert that hybrid courses offer many advantages over F2F or completely online courses including convenience, interaction, flexibility, and increased learning and retention. Research on the effectiveness of online education in general also shows that students who learn at a distance do not learn any worse, or any better, than traditional students (Simonson, Smaldino, Albright, & Zvacek, 2003, pp. 8-9) .
Hybrid learning is not being discussed in such detail at the K-12 level; however, many high schools such as the Florida Virtual School are implementing this hybrid approach. In fact, some educators believe hybrid learning could become the norm in K-12 settings (Wood, 2005) . Two different approaches to K-12 hybrid learning are being utilized within the USA: (a) students taking courses in school in a F2F environment and out of school in an online education course, and (b) students enrolling in online education courses in school while teachers are facilitators assisting when necessary and instructing lessons that enhance and/or complement what they are learning online (Wood, 2005) .
Adventure learning (AL) encapsulates this second approach to K-12 hybrid learning, providing students with opportunities to explore real-world issues through authentic learning experiences within collaborative learning environments (Doering, 2005) . AL utilizes both F2F and online learning environments but is subtly different from traditional hybrid environments. For example, in AL environments, classroom teachers are not positioned in the role of teacher/facilitator/designer in the online learning spaces. AL online spaces are collaborative spaces where students, teachers, experts, and AL team members interact with each other; these are community spaces where traditional hierarchical classroom roles are blurred and learning is transformed. Learning is transformed as students no longer initially look to their classroom teachers for knowledge, but utilize the online collaboration zones to interact and search for answers while developing new questions with other learners throughout the world. Additionally, students' motivation to enter the online learning environment is significantly enhanced as real-time features and unknown locations of AL environments provide a hook for learners to enter and return to the online environment frequently (Doering, Adventure Learning 199 2005) . Furthermore, students' roles also transform due to the flexibility and design of the AL learning environments as they move from student to reflective practitioner (Palloff & Pratt, 1999) . AL students become more assertive, directive, enthusiastic, and motivated as they collaborate, construct, and learn with others around the world (Doering, 2005) .
As a result of the changing roles of the teachers and students, AL encourages transformative learning (Mezirow, 1990 (Mezirow, , 1991 ; learning that occurs through dialogue based upon collaborative opportunities, authentic experiences, and interpretation of the AL experiences (Doering, 2005) . Palloff and Pratt (1999) assert that transformative learning is the result of intense collaboration and reflective participation in a learning environment; transformative learning seeks to enable learners to understand why they see the world as they do while understanding the impact of prior knowledge on their newly constructed knowledge.
Defining AL

Arctic Transect 2004
Arctic Transect 2004: An Educational Exploration of Nunavut (AT 2004) was an AL online education program designed to engage learners with authentic content through a real-time adventure: a 3,000 mile dog sled expedition across Nunavut, the newest territory in the Canadian Arctic. This online program provided a free, 18week, K-12 curriculum and online education environment for students and educators around the world. The Washington Times gave the AL site, www.polarhusky.com, an "A" (Szadkowski, 2004) and the e-Learning Advocate noted, "This is what online learning is all about. Transporting students to the Arctic where they can experience a learning adventure in real-time" (Hall, 2004) . A middle-school teacher who used AT 2004, commenting on the interaction of the "real world" with the curriculum in the online learning environment stated: This is history in the making and that it's delivered to us daily-it's just a phenomenon. I have never seen students motivated to learn like this! That is, where they are motivated to go online into the environment and share their experiences with other students from around the world.
If this is what "online learning is all about," what is AL and what does it mean for distance education? This article describes this online education approach, outlines a framework for the instructional design process needed to develop effective AL education, and showcases an adventure-learning archetype.
The term "adventure learning" has been used in many instances to describe entirely different learning opportunities and environments. From, for example, team building resources and activities hosted by the Tahoe Adventure Learning Institute (see http:/ /www.tahoeadventurelearning.com/) to "multi-disciplinary" online programs such as the Jason Project (see http://www.jasonproject.org), and the Wilderness Classroom Organization (see http://www.wildernessclassroom.com/). Some "adventures" (e.g., the Blue Zones, 2006) are programs that have teacher and student lessons; others (e.g., the Jason Project, 2006) have a curriculum attached to the adventure with videos, online chats, and digital labs; while still others (e.g., yourexpedition, 2006) are simply an expedition masquerading with education as the reason for the human need to explore the earth, but oddly, put education in the last development phase of the project. Across all of these online projects, all toting "adventure" in their descriptions, never is there a definitive sense of what AL is, nor is there mention of principles that guide meaningful learning in the classroom. John Dewey (1997) notably acknowledged, "the belief that all genuine education comes about through experience does not mean that all experiences are genuinely or equally educative" (p. 25).
I define AL as a hybrid online educational environment that provides students with opportunities to explore real-world issues through authentic learning experiences within collaborative online learning environments. Duffy and Kirkley (2004) state that the quality of distance education, just like any F2F course or seminar, comes down to the "design of, and student's engagement in, the learning environment" (p. 4). Researchers have identified approaches to develop online courses in general (Collis & Moonen, 2001; Jolliffe, Ritter, & Stevens, 2001 ) that have provided guidelines for designers; however, there are few established guidelines for designing and developing AL distance education environments.
AL Framework
Designers of AL online education environments may consider employing the Adventure Learning Framework developed from 4 years of designing, developing, delivering, and assessing AL environments to students and teachers throughout the world. This framework is comprised of seven principles, which are interdependent of one another: (a) a researched curriculum grounded in problem-solving, (b) collaboration and interaction opportunities between students, experts, peers, and content, (c) the utilization of the Internet for curriculum and learning environment delivery, (d) the enhancement of curriculum with media and text from the field in a timely manner, (e) synched learning opportunities with the AL curriculum, (f) pedagogical guidelines of the curriculum and online learning environment, and (g) education that is adventure-based ( Figure 1 ).
Figure 1. Adventure learning model
These seven principles, which collectively comprise the Adventure Learning Framework, are expanded upon and outlined below using examples from an AL archetype (AT 2004). These principles can be utilized as a guide for designers who wish to provide transformative learning opportunities for students within an online distance education experience.
AL Education Begins with a Researched Curriculum Grounded in Problem-Solving
Description. The majority of curricula are not written with AL in mind and the majority of adventures or expeditions are not developed with its curriculum in mind. For example, as one researches many AL online education environments, the curriculum that is written does not interact and correspond with the activities within the field, as the Adventure Learning 201 curricula are disparate from the adventure. Prior to planning any learning adventure, learning outcomes must be identified. From the start, learning outcomes, based on authentic problem-solving tasks, should guide the development of the curriculum and the online learning environment (Dexter, Doering, & Riedel, 2006) as well as the planning of the adventure. In other words, AL should not focus on the exploration or adventure, but rather on the learning goals. The development of curricula and online environments must situate the learning in an authentic environment knowing that the experiences are first and foremost for educational purposes, not the thrill of adventure. Lastly, the work of cognitive psychologists has shown that students learn best when solving real-world problems and the number of instructional models related to this learning approach reinforce this thinking (Mayer, 1992) . AL curricula are problemdriven with an overarching question that needs to be solved through interacting with the AL online environment. Students interact with their peers, experts, teachers, and curriculum to solve the problems that are driving the curriculum modules. Students most often do not look to their teachers for answers as the problems being solved utilize information delivered from the field as well as the interactions with others outside of the classroom. The traditional approach of teacher-directed learning is transformed allowing students to take charge in the search for answers.
Example. Arctic Transect 2004: An Educational Exploration of Nunavut (AT 2004) had two main portals, a public audience portal and a student and teacher portal-The Online Classroom, which was a collaborative online learning environment developed concomitant with the curriculum to create a seamless learning experience. The Arctic expedition captured the interest of the general public creating the opportunity to educate both formal audiences within the K-12 classroom as well as informal audiences. Therefore, both portals had the same content, but The Online Classroom was gated for the students' safety and featured the collaborative opportunities. Because students were sharing their projects and their perspectives while interacting with peers, teachers, and experts from around the world, the collaborative areas were gated with a username and password. This filter process began when teachers signed up for the program as their names, school, and locations were confirmed prior to issuing a username and password.
The free AT 2004 300+ page paper-based curriculum was researched and developed 1 year prior to the beginning of the project, and was based upon the pre-determined region of travel. Learning outcomes were established taking into account the grade levels that were going to use the program, the technology and data that would enhance the curriculum, and the online interactive activities supporting the paperbased curriculum. The curriculum unit plans were developed in three levels named Experience, Explore, and Expand ranging from a directed to a constructivist approach to the problem-based content. The curriculum is written where the students must take an active role in solving the module question. For example, one module question was: "How are peoples' actions in the mid-latitudes impacting the life of the Inuit in the Canadian Arctic today?" Only one facet of the answer to this question could be elicited from the curriculum. A complete understanding of this question came from the numerous interviews with the Inuit delivered to the online learning environment from the trail as well as the collaboration opportunities with Arctic experts that took place within The Online Classroom.
Teachers had ready and early access to the curriculum giving them ample opportunities to work with and plan their teaching in advance of the school year. The curriculum was made available for download via multiple portable document files (pdf) (Figure 2 ). 
AL Education Provides Collaboration and Interaction Opportunities between Students, Experts, Peers, and Content
Description. Although all AL education must begin with a solid curriculum, collaboration is the heart of the educational experience. Internet isolation should be removed by providing collaboration and interaction opportunities (Bransford, Adventure Learning 203 Brown, & Cocking, 1999) which encourages transformative learning at multiple levels-between students and teachers; between students and subject matter experts; between teachers and subject matter experts; between students, teachers, subject matter experts, and the AL content; and lastly, between students themselves, teachers themselves, and between the subject matter experts (Figure 3) . The collaborative and interactive opportunities were designed within The Online Classroom in an environment named the Collaboration Zone (the term used for the collaboration environment in the AT 2004 AL educational program). Student-teacher and student-teacher-content interaction and collaboration. Studentteacher interaction and collaboration occurs primarily within the brick-and-mortar classroom as teachers utilize the curriculum and The Online Classroom. Teachers guide students to investigate the problem that needs to be solved within the unit lesson plan while using the many media and interactive options online. Teachers are available to answer student content and technology-based questions while assisting them in interacting and collaborating. Students interact with the curriculum-based content, access the real-time content delivered from the field, and collaborate with students from around the world within the collaboration zones in The Online Classroom. Furthermore, teachers are able to access content within the curriculum to aid their content knowledge before and during teaching while also accessing the realtime content online. Lastly, teachers are able to interact and collaborate with other teachers for content and pedagogical knowledge-both online and within their own school building.
Student-expert and student-expert-content interaction and collaboration. AL affords many opportunities for students to learn from subject matter experts. Primarily, this occurs within moderated chat environments based on the unit lesson plan topic. Teachers scaffold their students on subject matter prior to entering the moderated chat environments. Students submit their questions within the chat environment to a moderator at Education Basecamp who chooses the questions that would most enhance the learning discussion. The questions are in turn submitted to the expert who chooses what s/he wishes to answer before submitting it into the chat environment. Thus, it is not until the expert releases the submitted question(s) and answer(s) that the students see the synchronous discussion (Figure 4) . The collaboration opportunities continue through asynchronous discussion and file sharing within collaboration zones. Teacher-expert and teacher-expert-content interaction and collaboration. K-12 teachers are required to be subject matter experts in multiple areas. Social studies teachers are, at many times, required to teach numerous courses in areas where they are not prepared. Therefore, the opportunity to collaborate and interact with practicing subject matter experts can be a unique advantage and rare in classrooms today. An AL environment provides these opportunities through synchronous and asynchronous discussions within the chat environments and collaboration zones, respectively. The subject matter experts are identified prior to the release of the curriculum to the teachers. Thus, teachers have the opportunity to augment their content knowledge by interacting with the subject matter experts.
Student-student, teacher-teacher, and expert-expert interaction and collaboration. All AL participants-students, teachers, or subject matter experts-benefit from interaction and collaboration opportunities with their peers. Within AL, students work with each other 206 A. Doering in the classroom, but more importantly, with students throughout the world within the chat and collaboration zone environments. Students share media (e.g., photos, videos, and Microsoft PowerPoint™ files) and discuss the content through various opportunities. Teachers normally interact and collaborate on lesson plan ideas and appropriate pedagogy, and subject matter experts normally discuss their area of research and how to effectively communicate this with the K-12 population.
Student-content, teacher-content, and expert-content interaction and collaboration. All AL participants also have numerous opportunities to interact with the content in various formats ranging from paper-based curriculum to real-time updates delivered from the field. It is important for planning purposes that the teachers have the curriculum in order to study the content prior to the adventure; the subject matter experts must also know their discussion content topic weeks before entering the chat and collaboration environments.
Typically within society, we solve problems by working and conversing with others; but despite research that points to collaboration as an important aspect of meaningful learning (Jonassen, Howland, Moore, & Marra, 2003) in the classroom, students are usually encouraged to solve problems and learn independently. AL is based upon creating opportunities for students to collaborate and reflect within the online learning environment in order to encourage transformative learning. Transformative learning requires all learners to work together through social negotiation-discussing, solving, and reflecting on the problem to be solved. Social negotiation can arise at high levels with an AL approach as individuals who are goal-directed are working together to solve a common task within a common place-a collaboration zone. Furthermore, distributed cognition (Vye et al., 1998) can occur when students collaborate within an online AL learning environment and research indicates that solving problems as a group is much superior to individual problem-solving (Evans, 1990) .
Example. AT 2004 provided collaboration zones for social negotiation, which fostered problem-solving and motivation (Doering, 2005) . Collaboration zones provided learners with the opportunity to post and share learning files they created (e.g., photos, movies, Microsoft PowerPoint™) while also providing the opportunity to chat with subject matter experts, with expedition team members, with teachers, or with other students throughout the world. The lesson and chat topic on global warming involved students interacting with meteorologist Dan Dix from The Weather Channel™ in Atlanta, GA. Moderated by Education Basecamp located at the University of Minnesota, students were able to ask Mr Dix questions, which were then selected to be answered by Mr Dix himself; the result being a controlled, synchronous chat environment ( Figure 5 ). 
AL Education Utilizes the Internet for Curriculum and Learning Environment Delivery
Description. Achieving true collaboration and receiving timely updates from the field requires the use of the Internet. The Internet also provides ready access to a curriculum for students and teachers throughout the world. If one does not utilize the Internet for an AL project, the heart of AL-interaction and collaboration with experts, teachers, and peers throughout the world and timely and frequent updates from the field-cannot occur. Furthermore, the opportunities for transformative learning are diminished, as students cannot collaborate with any content or individuals outside of their classroom.
Example. AL projects are able to reach millions of students, offer collaborative opportunities, and provide real-time experiences when the Internet is utilized effectively and efficiently. Figure 6 showcases the "dog kennel" which was the most 208 A. Doering frequently visited page of the AT 2004 2,000+ page Web site. Students would visit this page daily "connecting" with their favorite Polar Husky (there were 31 dogs on the expedition). Students would consistently be motivated to sign-in to The Online Classroom to see what and how their favorite dogs were doing. One of the most frequently read features of the site was a daily update delivered from the trail titled, "Timber Tales," which were the trail happenings from the perspective of the dog, Timber. The ability to provide these frequent updates or to provide collaboration and interaction opportunities are based on utilizing the Internet. Furthermore, educators participated in online professional development activities that were available to those teachers who wished to learn about AL teaching and learning approaches and received credit from the university without leaving their classrooms or homes. 
AL Education Enhances the Curriculum Providing Authenticity with Media and Text from the Field in a Timely Manner
Description. Media (e.g., video, sound, QTVR, and photos) and text from the field provide authentic enhancements to an AL curriculum and motivation for student (Doering, 2005) . The media along with appropriate pedagogy motivate students as every update from the field reinforces the content of the curriculum situating the learner's participation in an authentic real-time environment. Teachers and students must know when the field updates are expected to be available within the learning environment. Teachers can plan their lessons accordingly and also the timely updates provide motivation for students entering the learning environment and seeking the latest adventures from the field.
Example. The AT 2004 paper-based curriculum was enhanced with frequent trail reports delivered in a timely and predictable manner. The trail reports, which included movies, sounds, photos, and interactive content opportunities, were delivered to the classrooms on a detailed schedule (Figure 7) . During AT 2004, the expedition team would not travel on Fridays as it was coined, "Education Day." This non-travel day was used to write the weekly trail report and upload sound files, movies, and photos that were available for teachers and students at 8:00 a.m. every Monday morning. 
Adventure Learning Curriculum Provides Synched Learning Opportunities
Description. The AL curriculum is enhanced with a strict practice of providing synched instructional learning opportunities. These opportunities begin with learning tools within the online learning environment that enable the learners to interact live with explorers, educators, subject matter experts, and fellow users. These tools include Web offerings (thematically based virtual tours and educational animated movies), multimedia (access to images, audio, video, and data from the field that is central to the learning experience), integration of geographic information systems technology, collaboration zones, and moderated chats. The online learning environment where the media opportunities exist must be designed in tandem with the curriculum.
Example. Learning opportunities must exist online for students that are synched with the curriculum. During AT 2004 when students studied the unit entitled "Water, Water, Water," the teachers and students read the newly posted trail report entitled Figure 7 . Weekly trail reports delivered from the Arctic Adventure Learning 211 "H 2 O Wonders" which was synched with the content of the unit (water). In the trail report, the students read about the amount of water the explorers, educators, and Polar Huskies used on the trail; how the Inuit obtain their water in the Arctic; the impact of rising sea levels; and numerous other examples delivered with movies, audio files, and photos. For example, photos and movies showing how snow and ice were collected on the trail and melted for water gave students an idea about life on the trail. Scientific information such as the impact of a polynia (open water year-round on the Arctic Ocean) on local weather phenomena and animal habits were also documented as one team member routinely collected snow samples for the National Aeronautics and Space Administration (NASA), which was also shared with the AL users.
A "local activity" was also available in every unit plan where students were encouraged to act locally at some level. During the water unit plan, students recorded their water usage for a week and a link was provided within the text from the trail report that took them immediately to a collaboration zone to post their own findings ( Figure 8 ). 
AL Education has Pedagogical Guidelines for the Curriculum and Online Learning Environment
Description. The utmost value of the AL environment is achieved when the appropriate pedagogy is defined and aligned with the curriculum and online learning environment. An effective learning environment should not be designed without its instructional uses in mind. These uses of the online environment, as well as the curriculum, need to be outlined in detail so the curriculum can be implemented effectively and easily.
Example. Examples of successful pedagogical practices are vital to an AL project. Teachers must understand how the curriculum was written and how it works together with the online learning environment. Because the paper-based curriculum and features within the AT 2004 learning environment were synched according to the experiences on the trail, a detailed calendar was also necessary (Figure 9 ). Integration techniques were available in every unit lesson plan through screen-capture videos and tutorials from experienced educators who had successfully integrated an AL project within their classrooms. 
AL Education is Adventure-Based
Description. AL education captivates and motivates learners. Traveling to any location on the earth provides the mechanism to bring authentic content into the classroom. Because AL education is delivered via the Internet, the adventure that may be local for one individual is a remote unknown distant location for another. As we strive to make learning opportunities more authentic so that it is meaningful to students, the AL model delivers.
Example. AT 2004 was based upon the investigation of the Arctic and the traditional ecological knowledge (i.e., knowledge of the environment that is passed down from one generation to another) of the Inuit. The slow traverse by dog sled across Canada's newest territory, Nunavut, peaked student interest to comprehend the unknown. The trail updates enhanced the curriculum by providing authentic data in real time. For example, when the AT 2004 expedition team left Baker Lake, Nunavut and encountered an Inuit igloo, photos and videos of the igloo were captured along with interviews with the local Inuit providing knowledge on how igloos were, and are, still used within their environment. Moreover, prior to arriving in Pelly Bay, Nunavut, Inuit elders greeted the team on the ice spending two nights with the team. During this time the Inuit hunted wolves and fished for Arctic char on the land. The Inuit shared their Arctic char with the team members as we learned about this native food and how to effectively prepare it. The fish traps and the exchange and preparation of the food was documented and shared online as students studied the fauna of the Arctic. The unknown Arctic continued to interest users as the expedition team crossed the Arctic Ocean, encountered polar bears, learned about global climate change, and the loss of the Inukituk language.
The adventure for AL education does not have to be an extreme Arctic location. The education provided by individuals sharing content from their local environment such as a trip to a local river investigating shipping lanes or a trip to a local crop farm will assist students by providing authentic content that makes the unknown real.
Encouraging Transformative Learning
Within this article, a hybrid approach to K-12 online education, AL, has been defined and described using an AL design framework. An archetype of this Figure 9 . 'How to Use' Calendar 214 A. Doering approach, the AL project, AT 2004, was showcased identifying the features of the program as defined by AL principles. These principles support the goal of transformative learning by providing numerous opportunities to collaborate and interact in real time with real-world content, peers, teachers, and subject matter experts throughout the world. Learners have the opportunity to share and discuss their perspectives and prior knowledge, acquire content through a flexible curriculum, while acquiring supporting content through multiple modes of media that are grounded in authentic situations.
AL is an exciting approach to hybrid online education, especially as the traditional field trip is threatened because of the lack of funds and major focus on test scores (Standen, 2005) . AL projects do not need to be as extreme as crossing the Arctic by dog sled, but can be a teacher's trip to the local river utilizing the AL design framework. As educators strive to have students achieve meaningful learning in online learning environments, an AL education gives students and teachers the tools to create and participate in learning that is meaningful. Transformative learning moves students from the traditional learner to one who is a reflective practitioner within online collaboration spaces as well as their brick-and-mortar classroom.
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